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SYMPTOM: SCREEN TURNS RED OR HOPPER PAYS 
OUT WHEN COIN IS INSERTED. 


PROBABLE CAUSE: Yellow CREDIT wire is shorted to ground. 

This wire i s p a i r e d w i t h -a bla.c k w x r e 
and is normally connected to the key 
switch on the front door. If it is not 
connected to the key switch ? it is wrapped 
up just below the key switch on the front 
door. There is also a set behind the right 
c o i. n m e c h o n the wall. This p r o b 1 e m u s u a 1 1 y 
arises if these wires accidentally touch 
each other while wrapped or if the key 
switch is accidentally left on. 


SYMPTOM: GAME PAYS OUT - ... MORE THAN THE SET PERCENTAGE 

PROBABLE CAUSE: The most common cause of this problem is 

that the bookkeeping wire pair (brown) and 
black) is used to re-initialize the game 
' a f t e r a p I a y e r is f i n i s h e d p I a y i n g . SHIS 

IS NOT THE INTENDED PURPOSE OF THESE WIRES. 

The bookkeeping wires should be attached to 
a separate toggle switch inside the game. 

T h e s w i t c h s h o u Id be u s e d 0 N L Y t o v i. e w t h e 
bookkeeping figures and to conduct the 
self — tes t . 

T h e p rope r w a y t o r e •••■ i n i t i. a I i z e t h e g a m e 
after p 1 a y .1 n g i s t o u s e t h e ORE D I ! w i r e s 
( y e 1 1 o w a n d b I at c k ) « N o r m a 1 1 y ? t h e s e w i r e s 
should be connected to the key switch on 
t h e f r o n t d o o r . W i"i e r"i t his s w x t c h x s 
activated; the video screen will turn RED as 
a vis u ail indie a t i o n t h a t p r o p e r i n i t i. a 1 i z a t i o n 
is taking place. 


1 



FUNCTIONING OF THE GAME'S INTERNAL BOOKKEEPING 


i"o enter the bookkeeping mode, turn on the 
•ie!-;t to the coin drop tube while the game i 
ooo k keeping switch is the one which has the 
-q i t „ ) The video screen will now display 


fo o o k k e e p i n g t o g g 1 e s w . 1 1. 
s in its attract fnode« 
BROWN and BLACK wires 
t h e g a m e s ' s b o o k k e e p i n g 


ch located 
( NOTE- the 
connected 
figures s 


VERSION 30.01 
5000 
3500 
70 

LAST WINNER 


s w i t c h e s 1 2345 6 / 6 
NN 

FFFF FF 

hit cancel for test 


Starting at the top of the screen, you will see the g 
Any updates in the game program will be reflected in 

Li n d e r the v e r s i o n n u rn b e r , y o u will se e t w o c o 1 u m n s o t 
r e present s a r u n n i n g t o t a 1 o f 2 


a me ' s version number . 
this number. 

n u m b e r s » T n e s e c o 1 u m r i ~- 


TOTAL COINS TAKEN IN 
TOTAL CREDITS WON 
PAYOUT PERCENT AGE 


The figures in the left column may not be changed by the operator, however n 
the TOTAL COINS IN exceeds 50.000 a warning message will be displayed. m 1 
this point", the operator should press the STAND button to divide all figures 

by 10. 


The payout percentage is ad jus table 
the percentage is changed by re—adju 
immediately begin paying out at the 
liberal or more conservative in its 
ly reached. Once the new percentage 
eq u i 1 i b r i urn con d i t i on an d w i i 1 a c cu r 
Because of this fact, it is highly r 
the percentage NOT be made. 

The right column of figures contains 
column is resettable by the operator 
third discard buttons at the same ti 

Under these figures is located the p 
u p d a t e d a f t e r e a c h i g a m e . 


by DIP switches 6,7 and 8, However, if 
sting the DIP switches, the game will not 
new percentage. It will become more 
payout until the new percentage is gradual 
h a s b sen r e a c h e d , t h e g a rn e w ill be 1 n a n 
a t e 1 y p a y o u t a t t h e c o r r ect p e rce n t a g e « 
e commended that sudden drastic changes in 

. the same type of information but this 

This is done by pressing the first and 

me . 

» ay out to the last player. This figure is 


At the bottom of the screen is shown 
status is constantly being refreshed 
change i n t h e s w i t c h s e 1 1 1 n g s . 


i h e s t a t u s o f t h e D 1 r s w 1 1 »_ h e s . 
so the screen will instantly !■ e 


T h i. s 

.1 C X. & 
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SYMPTOMS NOTHING HAPPENS WHEN 
GAME IS TURNED ON. 


Is IPO VAC present 
a t wa 11 socket? 

! YES 

Is 120 VAC present 
across b lac k a n d 
w I"! i te w i. r e s on 
power switch? 

I YES 

Is 120 VAC present 


- N O > R e 1 o c a t e g a m e t u 

-NO > Power cord is defective 


-N0- 


• Power switch is defective 



acr 

oss two top lugs 




of 

p o w e r s w i t c n 





; YES 



4, 

Is 

120 VAC present — 

-NO :: 

=• Wi r in g be? tween switc h 


acr 

oss two right 


a n d b 1 o c k d e f e c t i v e . 


luqs of fuse block? 





; YES 



5 . 

Is 

120 VAC present — 

-NO :: 

•Bad fuse. 


acr 

oss two left lugs 




of 

fuse block? 





! YES 



b » 

1 s 

120 VAC present — 

-no — : 

:••• D e f e c t i v e w i r i. n g 


a t 

two top lugs 


between f u s e b .1 a c k 


o f 

line filter? 


an d line f i 1 1 e r . 



; YES 



7. 

I s 

120 VAC present — 

-no — : 

>Line filter is 


at 

t w o b o 1 1 o m lugs 


defective « 


of 

line filter? 

t V£T€2 



8. 

Is 

f I t Z. O 

120 VAC present — 

-no — : 

>Wiring between line 


at 

two input lugs of 


filter an d power 


p o w e r s u p p 1 y ? 


is defective. 



! YES 



9 „ 

Is 

120 VAC present — 

-NO 

>Monitor wiring or PLUG 


at 

power input line 


is defective. 


to 

man i tor? 




T uS 


Call us for further assistance 



SYMPTOM; GAME PLAYS POWER UP 

TUNE OR APPEARS TO PLAY 
BUT NO PICTURE ON SCREEN. 

1* Is 120 VAC present — NO /Monitor wiring or plug is 

at power .input line defective, 

to monitor? 

1 

1 

! YES 

I 

! 

2. Is video wiring harness — NO >Install harness correctly. 

correct 1 y insta 1 1 ed — with 

y e 1 1 o w w i r e t o wa r d f r o n t 
i n m o n i to r a n d yell o w wire 
toward top of mother board ? 

; YES 

3. Adjust "SCREEN" control, — NO >Call us for 

located at rear of monitor further assistance 

j List be 1 ow " FOCUS " con t ro 1 . 

Does picture appear ? 

\ YES 

t 

I 

Mission Accompl ished « 


***************************************************************************** 


SYMPTOM: THIN HORIZONTAL WHITE AND DARK 
LINES ON SCREEN. 

PROBABLE CAUSE: The most common cause of this problem 

is that the satellite board is not seated 
correctly in its socket. 

Make sure that the plug and socket between 
the two boards line up correctly. It is 
p o s s i b 1 e for t h e connect o r t o be o f f b y 
one or more pins when the boards a.re 
p 1 u. g g e d t o g e t h e r . 

This pattern on the screen is a result 
of the CPU not being able to read the 
prog ram » 
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- UNCTION I N8 OF SWITCHES AND LAMPS 


2,11 switch and lamp signals enter the circuit board through the edge connector 
-j n the left side of the main circuit board » 


3W ITCHES 


The status of all switches is monitored by the CPU through the BO Lid colored 
Mires going into the edge connector. The switch wires are normally pulled to 
n volts by 4 „ 7 k OHM SIP resistors on the main circuit board. When a switch 
Is activated, its corresponding signal wire is grounded. A1 ^switches are 
connected together by a common ground (black wire) from pins and Z on the 
edge connector. ANY black wire in the game is a uKQUND . 

The switches communicate to the CPU via. two 825 b I/O ports (II and j. ^ ). oee 
the “1/0“ page of the schematic diagram for details. As can be seen in che 
schematic 5 most of the keyboard switches use id to communicate their status. 
If a switch does not work , a defective 8255 can be verified by exchanging the 
two 8255' s with each other and noting whether the problem is t- ej.occitt?d to c. 
different switch or lamp. If exchanging the two 8255 's has no effect on the 
problem, it would be safe to assume that there is a loss of continuity some- 
where between the circuit board and the ground wire at the suspected switch. 

If the game acts as if a switch is constantly activated * the obviuus uhing to 
3nnk for would be a shorted switch or a short somewhere in the wire going to 
th* main circuit board for that switch. If this does not reveal anything 
definite, check the 8255 's for abnormalities. Look for ben t pins that are 
not seated in the socket and measure the voltage on the pin i or the su^pec.ed 
switch The “I/O" page of the schematic diagram will tell you which pin at 
the 8255 monitors the switch in question. It the voltage is about volts* 
the 8255 is probably bad. If the voltage is close to 0 volts* there is pro 
b a b 1 y a s h a r t i. n t hi e 1 i n e f o r that s w i. tch. 


LAMPS 


All lamps (and 
This source is 
me c han ism , an d 


the coin lockout 'coil ) are fed by a constant 12 VDC source, 
the orange wire which runs from the power supply, to the coin 
to the keyboard. There should be 12 VDC on this wire at all 


times the game is in operation. 


The lamps are controlled by all STRIPED wires whii_h run 
the circuit board edge connector . Note the. u the str ipe 
the same color as the solid wire for the corresponding 
vates the lamps by shorting the striped wires to q f ou.nd 
(16, 17, 18). The ULN2003's in turn are controlled by 


from the keyboard to 
d wire for the lamp is 
switch. The? CPU acti— 
via the ULN2003 gates 
the 8255 "s (11 and 12). 


a lamp will not light, the bulb* socket, *nd 12 volt source can be tested 
manually shorting to ground the striped wire at the suspected lamp socket, 
a string of lights will not work* there is probably a discontinuity m the 
1 2 V DC s o u r c e . S e e t he folio w i n g i n f o r m a t i o n f o r f u r t h e r a s s i s t. a n c_ e i t * 
s o 1 v i n q 1 a rn p p r o b 1 e m s . 


I f 
by 
If 


c o i n 3. o c k o u t c o i 3. i. s 


a. c t i v a. t e d i n t h e s a rn e rr i a n n e r a s -a 1 a. m p . 



SYMPTOMS: NONE OF THE KEYBOARD 
LIGHTS WILL LIGHT UP. 
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1 « M e a s u. re t. h e volt a g e — N 0 > Powe r s u. p p 1 y i ^ 

at the 12 VDC pin on defective. 

t he powe r su. p p 1 y 

socket (orange wire) 

with the plug 

removed. Is it present? 


; YES 

I 

\ 

Replace the power 
supply plug. 

Is 12 VDC present at — NO — 
orange wire on 
Mo lex plug located behind 
coin mechanism? (Check on 
BOTH sides of the plug 
and socket. 3 


• > W i r i r "i g b e t w e e n 
power supply anc 
coin mech plug i 
defective . 


! YES 


Is 12 VDC present at all - 
lugs to which orange wire 
is connected underneath 
keyboard? 


• N 0 > D e f e c t i v e w i r i n g 

between coin mech 
P 1 u. q a n d k e y b o a r d 


; YES 


Call us f o r ass i s tan ce 


5jC # t % $ 1 1 1 # * * t ^ % % 1 $ % 3k % t * * * * * # 1 1 t * % % # * % # * * Y t # * $ 1 % % t * 1 1 t # $ $ $ $ $ $ * * # # # * # # * * k t % >}' % % & 


SYMPTOMS: THE LEFTMOST LIGHT, OR SEVERAL LIGHTS TOWARD THE 
LEFT HAND SIDE OF THE KEYBOARD DO NOT WORK. 


Starting on the right hand — NO 

side of the keyboard, 
check the voltage at each 
1 u q u n derne a t h t h e k e y boar d 
w h i c h h a s a n o r a n g e w i r e 
connected to it. Do ALL of 
the lugs have 12 VDC present? 


D e f e c t i v e w i r i n g 
between t he 1 e f tmos t 
lug that reads 12 VDC 
and the rightmost lug 
that doesn't. 


Call i 


T u r t he r 


man e 


6 
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SYMPTOMS SINGLE LIGHT NOT WORKING ON KEYBOARD. 


Measure 12 VDC at — 
orange wire on 
sus pe c ted 1 am p so cket. 
Is it present? 


YE: 


Caret u 1 1 y pu. 11 t he 
sw i tch/ 1 am p assem b 1 y 
out of the button. Exchange 
t h e b u 1 b w i t h a g o o d o n e » 
Does it light? 


-NO >L.oss of continuity in orange 

wire under keyboard . This 
wire is ax 1 2 v o 1 1 so u r c. e t o 
to all lamps. 


N 0 > R e p I a c e d e f ecti v e 1 i g h t b u 1 b 


! NO 
! 

Check continuity between — N0- 
the STRIPED wire on the 
button to the saxme wire on 
the mother board edge 
connector. Is the wire 
continuous? 

i 

; YES 

\ 

i 

Locate the three ULN2003 — NO- 
chips on the mother board. 

(16 .,17 and 18) They ax re 
located on the left side 
of the mother hoaxrd next 
to the edge connector. 
Exchange the top chip 
with the center chip TAKING 
CARE NOT TO BEND ANY OF THE 
LEGS. Does this fix the 
problem? 

i 

I 

: no 


Locate the two 8255 chips -“YES' 
on the mother board « They 
are located on the left 
side of the board ? end to 
end , in 40 pin sockets, with 
t he 0 I P sw i t c hes i n between . 
Exchange these two chips with 
e a c: h o t h e r ? T A K I N G C A R E N 0 T T u 
BEND ANY OF THE LEGS. Does 
t h i s f i x t h e p r o b 1 e m ' r 1 

{ NO 


> F i x b r e a k i. n w i. r e o r 1 u g 


•Either 16 or 17 is bad. 

See the 11 I/O" 1 page of the 
s c h ematic t o d e t e r m i n e 
w h i c h i t is, I t i s 
possible that swapping chips 
will m o v e the p r o b 1 e rn t o a 
d i f fere n t 1 a fi t p « 


•>The 8255 which was 
o r i g i n ally o n t h e b o 1 1 o m 
is defective. It is pos- 
sible t ha t t he g a me w i 1 1 
now function properly wit! 
the chips reversed. If 
not, Cone of the switches 
now may not work) this 
c h i. p s h o u Id be r e p 1 a e d . 


C ax 1 1 u s f o r f u r t h e r a s s i s t a n c e .. 



SYMPTOM s KEYBOARD BUTTON, COIN SWITCH, OR HOPPER TOKEN SWITCH NOT 
WORKING. 


1. place the game in the switch — YES >The mi«_roswxtch is bad. 

test mode. On the suspected 

switch, m a n u ally s h o r t t h e 
black wire to the solid 
colored wire (NOT the orange 
w i re) n L> o e s t h e s w i t c h n u. m b e r 
light u.p on the video screen? 

i 

J NO 

I 

! 

2. Manually short the same solid — YES >Bad ground on suspected 

wire to an adjacent black switch. 

w i. re. Does t h e n u m b e r n o w 
light up on the screen? 

t 

l 

; no 

i 

i 

3. Measure continuity between — NO .> Detective wiring betweeri 

t h e s o 1 i d wire at t h e s w i t c h a n d moth e r board, 

switch and the other end 

at the mother board edge 
connector « Is i. t contin u o u s ? 


YES 


4. 


Locate the two 8255 chips on YES 
the left side of the board. 

They are 40 pin DIPS mounted 
end to end with the dip switches 
in between them. Exchange these 
two c h i p s w i t in e a c h o t h e r , t a k i n g 
care not to bend any of the pins, 
and taking note of polarity. 

Does this cure the problem? 


i NO 


One of the 8255 ( ^ is bad. 
Look at the I/O page of 
the schematic to deter™ 
mine which one is bad. 
NOTE — Usua 1 1 y swapping 
these two chips will 
move the trouble some- 
w he re else. It is a 1 so 
possible that this will 
cure it with no ill 
ef f ects » 


Call us for further assistance 



SYMPTOM: HOPPER NOT PAYING OUT 
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CAUTION: HOPPER MOTOR USES 120 VAC- USE CARE WHEN TROUBLESHOOTING 
HOPPER CIRCUITS. 


Check DIP switch #3 on the 
main circuit board- Is it 
off? 

! 

1 VETO 
, 7 tO 


-NO > T u r n D I P switc h # 3 o n - 

If it is of f 5 the game will 
operate in “CREDIT-BET 11 
mode 5 and the hopper will 
not function. 


supply 5 
lugs to 
120 VAC 
Does tht 


Check the plug and socket — NO 

located directly behind 
the hopper- Is the hopper 
correctly plugged into its 
socket? 

! YES i 

On the solid state relay — NO 
located under the power 

short the TOP two 
each other « CAU’i" I ON 5 
PRESENT AT THESE LUGS, 

? hopper now work? 

! YES ! 

Jump lug #3 on the solid — NO 

state relay to 5 volts. 

(The red wires coming out of 
power supply are 5 volts) - 
Make sure there is a valid 
ground (black wire) on lug 
#4. Does the hopper run? 

I YES I 

Remove the power plug from — NO — 
the circuit board and jump 
the grey wire to 5 volts- 
Does the hopper operate? 

! YES ! 

The 8255 (II) is probably bad. 
exchanging it with 12 and noting 
operates. If it does, take no f 
d oesn ' t , call for ass i s tan ce . 


•>Seat the hopper firmly in 
its socket. 


•There is a problem in the 
source voltage for the hopper 
See NOTES ON ~ HOPPER 
QPERAT I ON be 1 ow - 


The solid 
See NOTES 
below . 


state f e 1 ay is pad - 
ON HOPPER OPERATION 


— >There is a discontinuity 

in the grey wire between the 
c i r c u i t b o a r d a n d the s o 1 i d 
spate relay - 

This can be verified by 
if the hopper now 
urther a c t i on - If i t 


NOTES ON HOPPER OPERATION 

The hopper motor is actually fed by a simple AC circuit with the lid 
state relay in series to turn it on and off = The top two lugs 
(1 and 2) of the solid state relay are actually a “switch 11 - ! 1 ,fc? 

hopper can be turned on by shorting these lugs together- Lug #3 
controls this "switch" with a small voltage fed by the main circuit 
board- This control voltage actually comes from the 8255 (ID pin 12- 
When the control voltage is high (5 volts) the solid state relay turns 
on n which turns on the hopper - 
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SYMPTOM: NO SOUND 


NOTES ON THE SOUND CIRCUIT 


other devices that are t? x t.t rn a 1 tu tht? main cir >_ u i. L fo o a i d ? 
is also controlled by the 8255 I/O chip. As can be seen on 
page of the schematic diagram, the source of the sound is 
III This output pin feeds the base of a 2N2222 transistor 
the speaker as a load. In this circuity the transistor a — -- 
as a switch, rapidly turning the speaker on and of f to produce 
sound. The volume control is located on the rear ot cabinet t> 
of the speaker. 


Like most 
the sound 
the "I/O' 1 
pin 10 of 
which has 


die 1 


1 . 


Use an OHM meter to check — NO- 
the speaker for continuity. 

Is it about 8 OHMs? 


YES 


Check continuity between — NO 

the black wire on the 
speaker and a black wire 
on the power supply. Is 
it contin u o u s 2 


YES 


Check continuity between NO- 
the yellow wire on the 
s p e a k e r a n d the y el 1 o w w i r e 
on the power plug at the 
mai n c i r cu i t board . 

Is it co n t i n u o u. s ? 


Y fcl 


Man ua 1 1 y s ho r t t he y ell ow — Y ES- 
wire to pin 10 of II. Do 
you hear a faint sound 
from the speaker while the 
g a m e i s pi a y i n g ? 


NC 


•>Eep I ace the speaker 


The speaker is not 
P ro pe r 1 y g roun d ed . 


■ > F a u. 1 1 y connect! o n b e t w een 
s p e a k e r a n d main c i r c u i t 
board . 


■ R epl ace 1 h e 2 N ^ 1 1 - n 
sis tor next to the edge 
connect, or = 


The 8255 
with eac 
it does, 
call for 


1 1 an d I : 


I/O c h ip (115 is p r o b a b 1 y b a d . E x c h a n g e 

i o t h e r a n d n o t e w h e t h e r t h e p r o b 1 e m d i s a p p e a r s . 1 1 

t a k e n o f u r t h e r a c t i o n « I f t h e p r o b 1 e rn p e r s i s t s ? 
f u r t her ass i s tan ce . 
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VIDEO OUTPUT TO MONITOR 


The video output consists 
the composite colors red, 
a 74165 shift register, a 
biasing resistors) , and a 
monitor . 

The video harness is designed so that either end can plug into either 
the circuit board or the monitor. The function of each of the wires 
is as follows! 

YELLOW - HORIZONTAL SYNC 
WHITE - VERTICAL SYNC 
BLACK - VIDEO GROUND 
BLUE — BLUE VIDEO SIGNAL. 
GREEN - GREEN VIDEO SIGNAL- 
RED - RED VIDEO SIGNAL 


top pin 


THESE WIRES ARE 
LISTED AS THEY 
APPEAR ON THE MAIN 
CIRCUIT BOARD. 


bottom pin 


of three similar circuits, one for each of 
green, and blue. Each circuit consists or 
2N2222 driver transistor (with associated 
connecting harness between the circuit 


The circuit board supports either positive or negative sync signals. 
These can be adjusted with the two jumpers in the upper right hand 
corner of the circuit board. The monitor that is supplied with the 
game uses positive sync signals . 

Refer to the VIDEO RAM page of the schematic diagram to supplement 
t he foil o w i n g d i s cuss i on , 


The video signal begins at the 74165 shift registers { K I 2 , B 1 2 and 
G12). Video data is parallel loaded into each 7 4 1 s 5 when F’LSR 
(pin 1) pulses low. CLKSR is constantly pulsing to shift the video 
data out serially at pin 9, As it stands, this signal is not strong 
enough to drive the monitor, so a 2N2222 tr ansisiot is used as a 
buffer. Pin 9 of the 74165 drives the 2N2222 and this in turn drive* 
the monitor. The 470 OHM resistors are for biasing the transistors. 
They are located inside the SIP packages on each side of the 
transistors » 



NOTES ON THE SATELLITE BOARD 


The stellite circuit board serves two important functions. l-iust, 
it contains the program that the CPU requires in order to make the 
qame run. Because the entire program is stored on this one small 
circuit board , it becomes very easy to convert your game to another 
by simply changing satellite boards or by changing individual ROM 
memory chips on the board. 

The ^prond major function of the satellite board is th-=it it <_on tai= 
all of "the bookkeeping information for that game. Through new ROM/RAM 
technology , this information can be held in a non-volatile memory 
w i t h o u t a b a 1 1 e r y ta a c k u p « 

If you hold a satellite board with the chips facing you and the edge 
connector up, the two leftmost chips are RAM memory. The CPU ^ not only 
stores the bookkeeping data here, but also uses it to keep tr <=•.•_ k of 
the progression of the game. If there is a loss of power in the 
middle of a game, these chips remember where the game left off. When 
power is restored , the game can continue without any loss or cunti 

nui ty . 

The set of large chips next to the RAM is the game program. If yu u 
have a JOKER POKER game, there will be three program chips and one 
empty socket. If you have a 3-IN-i game, there will be four pi- ogr^.m 
chips/" The program is stored in EPROM memory, therefore it is advisee, 
that the white labels on the chips not be removed. It is possible 
that the program'may be lost if the quartz window under the label is 
exposed to too much ambient light. 


The single rightmost chip is used for decoding and accessing 
dividual ROM memo r y chips. On a J 0 KER PO KER g ame , t h i s w 1 1 1 
If you 'have a 3-IN-i game, this chip is a PAL16R4 , 


:• xn- 
a '7406 


THE FOLLOWING 


SYMPTOMS CAN BE LINKED TO A FAULTY PAL16R4: 


"NO GAME" APPEARS ON THE SCREEN AS YOUR CHOICE OF GAMES. 


THE SAME GAME NAME APPEARS AS ALL THREE CHOICES UPON 
INSERTION OF A COIN. 


l'f a ROM memory chip is faulty, 
the game. A "ROM BAD" message 


it will be detected upon 
will flash on the screen. 


power— up of 


A faulty RAM memory chip may result in erratic bookkeeping 
It will also cause a random number of credits to appear on 


f iqures . 
the screen 


u p o n p o w e r — u p » 
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Gray hound Electronics Video Board Connectors 


G a fu e C o n n e c t o r P 1 


1/0 


Function 

Wire 

Color 



P i n s 

Wi re 

Co 1 o r s 

Function 

Stand Sw « 

Brown 

— 

A 

1 

- N/U 


Cancel Sw « 

B 1 ue 

- 

B 


- N/U 


Dea 1 b« = 

Grey 

- 

C 

3 

N/U 


D i s c a r d #5 Sw. 

Ye 1 1 ow 

— 

D 

4 

— W/ Green 

Bet Lamp 

D i s c a r d # 4 S w « 

Whi te 

- 

E 

5 

- W /Grey 

Card #1 Lamp 

E) i s c a r d # 3 S w * 

Red 

- 

F 

6 

— W/ Purple 

i iard #2 Lamp 

Discard #2 Sw* 

Violet 

- 

H 

7 

— W/Red 

Card #3 Lamp 

D i scar d # .1 S w » 

Grey 

- 

J 

8 

- W/ Brown 

Stand Lamp 


N/U 

— 

K 

9 

- W/Blue 

C a n c e 1 i._ a m p 


N/IJ 

- 

L 

i 0 

— W / G r e y 

Deal Lamp 


N/U 

— 

M 

11 

-- W/ Yellow 

Card #5 Lamp 


N/U 

- 

N 

12 

— W / B 1 a c k 

Card #4 Lamp 

Coin Sw. #1 

B 1 ue 
N/U 
N/U 


P 

R 

o 

13 

14 

15 

- N/U 

- N/U 
-- N/U 


Total Sw. 

Brown 

N/U 

N/U 

N/U 

~ 

T 

U 

w 

16 

17 

18 
19 

- N/U 

- N/U 

- N/U 

- N/U 


Bet Sw * 

Green 

- 

V 

20 

~ N/U 



N/U 

- 

Y 

21 

— R 0 d 

Coin Lockout 

Ground 

Power Con nee 

B 1 a c k 

itor P2 


7 


jcfi i. cd, { 

Ground 


..... 

A 

n 

/•v ? 

R 9 










! ; ## ! 

! '■ 1 

i t 

— 

5 1 

1 { 

l ! i 

1 1 s 

l 1 I 


— 

\ } 1111 s 

• 1 

— 





1 « 

1 1 

1 

1 

i 

Gnd 

! Panic 


+ 5\ 

, * 1 

f t t 

Gnd ! 

1 

\ 

1 

1 

! 

1 

1 

Token 

■r 5 V 



Key way 

Soun d 


! Motor 
roken 
Swi tch 


— Loss of Power Detector 


Panic 



14 


Page 


Video Connector P3 


\ i+. # ; 

J ## ! 


H Sync 


! i Grid 
nu 

Key way s 


B 1 ue 


ROM CONNECTOR P4 


NOVR 

... 

1 


~ 

STORE 

NOVR 

... 

a 

4 

... 

NEST 

GND 

- 

5 

O 

- 

GND 

+ 5v 

— 


8 

•- 

+5v 

D7 

- 

9 

1 0 

-- 

ROMO 

06 

— 

H -j 

12 

- 

R 0 M 1 

05 


13 

1 4 


R0M2 

04 

— 

15 

16 

- 

ROM 3 

03 

- 

17 

18 

-- 

ROM 4 

02 

— 

19 

( } 


ROMS 

D 1 

— 

21 

22 

... 

ROM 6 

DO 

— 

•~3 •-.* 

24 

- 

ROM / 

S- MHZ 

- 

25 

26 

... 

REST 

j i ORE 

- 

~r 

2 8 

- 

ACE 

READ 

— 

29 

30 

... 

WRITE 

N / IJ 

- 

3 1 

0 a 

- 

N/U 

A 1 5 

... 


•':** .-1 

— 

A / 

A 1 4 

— 

1::; 

36 

- 

A 6 

A 1 3 

- 

37 

38 

- 

A 5 



~r q 

4 0 



A 4 

r*I .L -u- 

A 1 i 


4 1 




/\ "-: t 

A 10 

— 

43 

A 4. 


A 2 

A 9 

- 

45 

46 

- 

Al 

A 8 

— 

47 

/l 

- 

AO 

N/U 

— 

49 

50 

-i 

M/U 




